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gl or MACHINE GAMT Vffiffl naming WILD CARP 

lUU2dl lfiS 1 present invention relates to gaming machines of the type 
arranged to play a game of poker and in particnlar Ore invention prov.des an 

5 improvement to a game played on such a machine. f „ nrtir „ ln . 
Players who regularly play gaming machines quickly tire of parfcnle, 
games and therefore it is necessary for manufacturers of these machmes to 
come up with innovative game features that add interest to the games 
provided on such machines in order to keep the players amused and 

10 therefore willing to continue playing the game. 

E - d tmSo^achi„es have heen we,, brown in the state of New 
South Wales for many years and have more recently gained -ns.dmble 
popularity throughout Australia, with quite substantial amounts of money 

15 wagered on these machines. There is a growing tendency for State 

Governments to legalise the use of gaming machines by licensing operators, 
with resulting revenue gains through licence fees and taxation °™J S 
invested. The licensed operation of gaming machmes is the subject of State 
legislation and regulation. This regulation most always dictates a m— 

20 percentage payout for a gaming machine. For example, a maoumum of 85% 
of monies invested must be returned as winnings, and manufacturers of 
gaming machines therefore must design their machines around these 

regulatory controls. 

With the growth that has occurred in the gaming machine market 
25 there is intense competition between manufacturers to supply the venous 

existing and new venues. When selecting a supplier of gaming machines, he 
operator of a venue will often pay close attention to the popularity of venous 
games with their patrons. Therefore, gaming machine manufacturers are 
keen to devise games which are popular with players, as a mechanism for 

30 improving sales. 

Many various strategies have been tried in die past to make games 
more enticing to players, including the commonly brown double-up feature, 
whereby, if a player wins a particular game, they can then risk the wmmngs 
of that game in a double-or-nothing mode in which they gamble on a 
subsequent, and often different, game such as whether a red or black card 
will be the next card drawn. 
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Other techniques adopted in the past have been to provide 
complexity in the numbering and combinations of indicia which would 
result ,„ a win, thereby hoping ,o convince the player that the re is a grea ter 
chance of wmnmg and to keep their interest in a particular game 

The present invention provides a game feature in which in response 
to a tngger condition a wild can, symbol roams around the display and a 
pnze . awarded for winning combinations created while the wild card is 
positioned at each location. 
Summary o f the Invention 

m_ ^ PreSem i " Ve " U0 " C ° nSiS,S ° 6amin 8 machine having display 
means, and game cental means arranged to control images displayed on I 
d replay means, the game control means being arranged to play a game 
where,,, a plurality of symbols are rendomly selected and displayed on the 
d,splay means and, if a winning combination results, the machine pays a 
pnze, the game being characterised in that upon the occurrence of a 
predetermined triggering event a wild cam symbol is displayed in a first 
d,splay location and men progressively moved to each of a predetermined 
number of other display locations, a prize being awamed for winning 
combmauons formed with the wild cam symbol for each locetion in which 
the wild card symbol is displayed. 

trediH ^ T™' ia J eaU ° a " aPP " Cable '° Video «"«*« «^i„es of the 
trad monal poker machine style (also known as slot machines or fruit 

machmes, in which the display meens comprises a video simulation of a set 
of ,o table reels each canying , plurality of symbol , The inventjon 

Z 7 T e to video draw 1501(81 machines whlch a P<*» I— - 

d sp eyed on the screen, the carts of the hand being selected from a standard 
04 oi 53 card deck. 

Preferably, the feature of the present invention will be triggered by 
the occurrence of a special symbol or a combination of special symbols 
delayed ,„ a particular arrangement In the preferred embodiment the 

fetZLTh 86 n d T a fiIst / ymbo1 ' preferab,y an iceber8 ' —8 to *» 

fust ,o eft hand) cohmm of the display and a second symbol preferably a 
symbol havmg a coin background appearing in the last (or right hand) 
column of the display. 

In the preferred embodiment the wild cam symbol is a penguin and 
tins symbol ,s moved from one location to another via an animated walkrng 



motion. Preferably, the wild card symbol is first displayed at a location at 
one end of the display and is progressively moved from location to adjacent 
location until it has been displayed in each and every location of the display. 

KriRf Descrip """ of *he Drawings 

An embodiment of the invention will now be described, by way of 
example with reference to the accompanying drawings, in which:- 

Figure 1 illustrates a gaming machine with a video simulation of a 
rotating reel display incorporating a first embodiment of the invention; 

Figure 2 illustrates a video draw poker machine incorporating a 
second embodiment of the invention; and 

Figure 3 diagrammatically illustrates a wild card symbol display 
progression path for the embodiment of Figure 1. 
retailed Desc ri ption of the Preferred Embodiments 

In the following detailed description the methodology of the 
embodiments will be described, and it is to be understood that it is within 
the capabilities of the non-inventive worker in the art to introduce the 
methodology on any standard microprocessor-based gaming machine by 
means of appropriate programming. 

Referring to Figure 1 of the drawings, the first embodiment of the 
invention is illustrated in which a slot machine 40, of the type having a video 
display screen which displays a plurality of rotatable reels 42 carrying 
symbols 43, is arranged to pay a prize on the occurrence of a predetermined 
symbol or combination of symbols. 

In the slot machine 40 illustrated in Figure 1, the game is initiated by 
a push button 44, however, it will be recognised by persons skilled in the art 
that this operating mechanism might be replaced by a pull handle or other 
type of actuator in other embodiments of the invention. The top box 45 on 
top of the slot machine 40 carries the artwork panel 35 which displays the 
various winning combinations for which a prize is paid on this machine. 

The game played on this machine is a relatively standard game which 
includes a 3 by 5 symbol display and allows multiple pay lines. The game 
also includes a special feature embodying the invention, the special feature 
being invoked when an iceberg symbol appears in the left hand column and a 
background coin symbol appears in the right hand column of the display. 
The background coin symbol as used in this game comprises any standard 
symbol of the game superimposed over a background image of a coin. 



In the following description of the feature embodying the invention, 
game symbols will be abbreviated as listed below: 



Penguin PENGUIN 
Iceberg ICE 
Polarbear pq 



Seal 



SE 



Do 8 DOG 



Whale 



WH 



King K 
Queen q 



Jack 



J 



Background coin . m ( . = any other symbol except 

Iceberg and Penguin) 

When the feature is invoked, a special PENGUIN sound associated 
with the feature is heard and an animated PENGUIN symbol and sounds are 
to accompany die animation. At each win during the feature, normal 
winning tunes are to be heard as the win meter increments in the same 
manner as for the base game to which the feature has been added. These 
tunes last for the length of time that the win meter is incrementing. 

The sequence of the features in this embodiment are as follows: 

1- When an ICEBERG appears anywhere on Reel 1 together with a 
background COIN anywhere on Reel 5, the PENGUIN FEATURE begins. 

2- The number of lines and the credits bet per line played before the 
feature starts is the same for the feature. 

3. When the feature begins, feature PENGUIN SOUNDS will occur and a 
message centred in the display area above the symbols "PENGUIN FEATURE" 
is to be displayed. 

4. The animated PENGUIN symbol will appear on the screen, on top of 
the top left hand symbol on Reel 1. 

5. The PENGUIN will move to each symbol in the window (Animation 
from Video Graphics). As the PENGUIN moves to each of the symbols the 
symbol changes to a PENGUIN then changes back to die original symbol as 
the PENGUIN moves on to the next symbol and pays each winning 
combination in which the PENGUIN substitutes. For each paying 



combination the PENGUIN amnion will be extended (that .s. a PENGUIN 

dancing and moving its arms as the meter increments. (See 

win meter increment speed for each partial feature pay wll be "as rf the wm 

meter started at zero. 

Example: 

"lei K J 555 

po Q po po po 

, «*_ T Q WH _J/1L_ 

A combination of an ICEBERG displayed on the first reel and a Jack with 
background coin on the last reel starts the feature. 



PENGUIN 
PO 
SE 



K 

Q 

I 



J 

PO 



DOG 
PO 
WH 



WH 
PO 



When 



the feature begins the Penguin appears on the top symbol on Reel 1. 




The Penguin then moves 
back to the original symbol 



DOG WH 
PO po 

^ WH J/B 

to the second position and the top symbol changes 



ICE 
PO 
PENGUIN 



K 
Q 



I 


DOG 


WH 


PO 


PO 


PO 


Q 


WH 


J/B 



The Penguin moves to the third position and the second symbol changes 
back to its original symbol. 
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10 



15 



20 



ICE 
PO 

SE 
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DOG 


SE 


Q 


PO 


PO 


PO 


PENGUIN 


Q 


SE 


J/B 



changes back to its original symbol and so on. The path followed by the 
PENGUIN is illustrated diagrammatically in Figure 3. 

6. As the PENGUIN moves from symbol to symbol, sounds of a 
PENGUIN WALKING will be heard. 

7. At each win during the feature, a 'win' sound, as in the base game, 
will be heard as the win meter increments. Sounds are to last for the length 
of time as win meter increments. 

8. When the PENGUIN reaches the last position in the window, the 
PENGUIN disappears and a message displaying "END OF PENGUIN 
FEATURE" is to be centred in the display area above the symbols. 
Example: Playing 9 linns: All Davs earh way 

Of the 15 positions the PENGUIN walks to, this example shows just 
some of the winning combinations. 




This combination starts the feature and pays 3 of a kind SEAL, 2 of a 
kind POLAR and 3 of a kind scattered WHALE. 
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PENGUIN 
K 



Q 
SE 

JL_ 
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DOG 


WH 


SE 


PO 


PO 


WH 


WH 


J/B 



3 of a kind SEAL only. 
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ICE 

SE 
K 



Q J 
PENQU1N SE 

t WH 



DOG 

PO 

WH 



WH 
PO 

J/B_ 



When the PENGUIN reaches the second column, on the centre line it 
pays 3 of a kind SEAL and 2 of a kind POLAR. 



ICE 

SE 
K 



Q 
SE 

J 



PENGUIN DOG 
SE PO 
WH WH 



WH 

PO 

J/B 



When the PENGUIN reaches this position it will pay 3 of a kind 



QUEEN. 



ICE 
SE 
K 



Q 
SE 

1 



j DOG 
PENGUIN PO 
WH WH 



WH 

PO 

J/B 



When the PENGUIN reaches this position it will pay 3 of a kind 
SEAL, 2 of a kind POLAR and 3 of a kind QUEEN. 
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ICE 
SE 
K 



Q 
SE 

1 



J 

SE 
WH 



DOG 

PENGUIN 
WH 



WH 

PO 

I/B 



When the PENGUIN reaches this position it will pay 4 of a kind SEAL 
and 2 of a kind POLAR and 3 of a kind JACK. 



ICE 
SE 
K 



Q 
SE 

1 



J 

SE 
WH 



DOG 

PO 

WH 



WH 

PENGUIN 



When the PENGUIN reaches this position it will pay 2 of a kind 



15 



POLAR. 



20 



When applied to a draw poker machine, the feature might be 
invoked, for example by an ACE in the first card position and a club suit in 

the last card position. 

The special feature symbol (equivalent to the PENGUIN in the 
previous embodiment) would then be displayed sequentially in each card 
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position and act as a wild card in combination with the remaining cards of 
the hand. A prize is awarded for each new winning combination created by 
the wild card. 

The slot machine 60 of claim 2, is similar lo that of Figure 1 in all 
respects except that instead of pseudo spinning reels 42 carrying symbols 43 
the video display 41 displays a hand of a card game comprising, for example' 
5 cards 61 of a draw poker hand. 

It will be appreciated by persons skilled in the art that numerous 
variations and/or modifications may be made to the invention as shown in 
the specific embodiments without departing from the spirit or scope of the 
invention as broadly described. The present embodiments are, therefore to 
be considered in all respects as illustrative and not restrictive. 
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1 A gaming machine having display means, and game control mean 
langed to control images displayed on the display means the game nfo. 
means being arranged to play a game wherein a p.urahty of symbols ate 
randomly selected and displayed on the display means and, rf a wmmng 
combination results, the machine awards a prize, the game be.ng 
characterised in that upon the occurrence of a predetermined mggermg 
event, a wild card symbol is disp.ayed in a first display locaUon and hen 
progressively moved to each of a predetermined number of other d.sp ay 
locations, a prize being awarded for winning combinations forme wtth the 
wild card symbol for each location in which the wild card symbol ,s 

f Play6 The gaming machine of claim I wherein the display means comprises 
a video display simulating a set of mtatable reels, each carrying e plurahty 
symbols^ ^ ^ i where . n dUpUy means js a vidco 

display arranged to display the cams of the hand being selected from a 

standard 52 or 53 card deck. . 

4 The gaming machine as claimed in any one of claims 1-3 wherein the 
triggering event is the occurrence of a special symbol or a combination of 
special symbols displayed in a particular arrangement. 

5 The gaming machine of claim 4 wherein the triggering even is the 
occurrence of a first symbol, appearing in the first (or left hand] (column of 
the display and a second symbol appearing in the last (or nght hand) column 

of the d ^*^ mach . ne Qf da . m 5 wherein the first syrab ol is an iceberg 

and the second symbol is a symbol having a coin background. 

7 The gaming machine as claimed in any one of the preceding claims 
wherein the wild card symbol is a penguin and this symbol is moved from 
one location to another via an animated walking motion. 

8 The gaming machine as claimed in any one of the preceding claims 
wherein the wild card symbol is first displayed at a location at one end of the 
display and is progressively moved from location to adjacent location unul it 
has been displayed in each and every location of the display. 



1/3 




2/3 




3/3 



START 



FINISH 



FIG. 3 



REVISED 
VERSION 



INTERNATIONAL SEARCH REPORT 

CLASSIFICATION OF SUBJECT MATTER 



International Application No. 
PCT/AU 97/00121 




Minimum documentation searched (classification system followed by classification symbols) 
IPC: G07F 17/34 



Documentation searched other than minimum 
AU: IPC as above 



documentation to the extent that such documents are included in the fields searched 



Electronic data base consulted during the international ^(pm*^^**^***^"-**?**"* 

DERWENT ) 

) WILD, PREFERRED, SPECIAL 

_J . ■ 



JAPIO 



DOCUMENTS CONSIDERED TO BE RELEVANT 



Category* 
P,A 



Citation of document, with indicat ion, where appropriate, of th e relevant passages 

AU 59420/96 A (ANCHOR GAMING) 23 January 1997 
pages 11, 12, Figures 1,2 

EP 0238289 A (KABUSHIKI KAISHA UNIVERSAL) 23 September 1987 
Abstract, Figure 3 

WO 93/14462 A (IMPACT TELEMEDIA INC) 22 July 1993 
page 16, Figure 5 



Relevant to claim No. 



□ Further documents are listed in the X See patent family annex 

continuation of Box C — — 


♦ Special categories of cited documents: .. T « ^ document published after the international filing date or 

. . ■ r*u.o* * Priority date and not in conflict with the application but cited to 
-A- document defining the general state of the art which is FWoe ^ underlying the invention 

not considered to be of particular relevance * the claimed invention cannot 
V earlierdocutnentbutpublishedonoraflerthe X ^^^ ve , „ ^ be Mnsider ed toinvolvean 

international filing date ... inventive step when the document is taken alone 
■L" document which may throw doubts on priority claim(s) 

or which is cited to establish the publication date of ^^^S^ an inventive step when the document is 

another citation or other special = (as specified) ^S^^ or m0 re other such documents, such 
"O" document referring to an oral disclosure, use, combination being obvious to a person skilled in the art 

exhibition or other means document member of the same patent family 
«P" document published prior to the mtemational filing & aocumem metnuw 

a*** Vmt iflW than the nrioritv date claimed — 


Date of the actual completion of the international search 
7 April 1997 


Date of mailing of the international search report 


Name and mailing address of the ISA/AU 
AUSTRALIAN PATENT OFFICE 
PO BOX 200 
WODEN ACT 2606 
AUSTRALIA 

Facsimile No.: (02) 6285 3929 _ 


Authorized officer 

M.E. DIXON 

Telephone No.: (02) 6283 2194 



Form PCT/ISA/210 (second sheet) (July 1992) copbko 



1 1 . 



International Application No. 
PCT/AU 97/00121 



INTERNATIONAL SEARCH REPORT 

Information on patent family members 

^-^ch^^^JJ^^^A^I^en, Office is in noway Me 



Patent Document Cited in Search 
Report 



Patent Family Member 



753331 



70064/87 




1084995 




